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P-C.V. USER GROUP 


Well, it’s been a long time between newsletters, what with the fires and 
all, so this one will have to do double duty. Hopefully you should receive 
an updated library list, as well as a copy of the ‘new’ information sheet 
being passed out to prospective members. If you know of anybody within 
C.F.L. who has a Commodore microcomputer, let them know about us, and give 
them a copy of the letter. 


There is STILL an opening for a Secretary/Editor - any takers? 


The second last meeting was held on 17.12.84. Turn-up was small. Items of 
interest were 

The software subcommittee are to check about purchasing educational 
software from Toyworld in the City. Apparently somebody has an undercover 
contact there. 

Ron Scott’s eldest is not suffering sibling rivalry - since he’s 
got a ‘64 (and disk drive) of his own to play with. Dad figured that the 
only way he was going to get a chance to use the ‘64 was to buy himself an 
SX. Nice one Ron! 

On show was a useful bit of plastic called a MAGI-CLIP. It slips 
into your magazines so that you can put them in a ring binder for storage 
without damaging them. They are about 12 cents each. See Russell to have 
a look at one, or Ron Scott if you want to order them. They seem to be a 
cheap and sensible way to look after magazines. 


The major demo. of the day was by Peter Elliott, game player extraordinaire. 
He gave us a lively demo of the game ARCHON. Archon is a chess-like game, 
but instead of the attacking piece automatically defeating the piece 
attacked, they fight it out on a special battlefield, controlled by the 
player(s), using joysticks. The combatants are all fantasy type creatures, 
e.g. Wizard, Sorceress, Golems, Dragons, etc.. The game is essentially a 
battle between the Light (good) and the Dark (evil). 

Archon uses a lot of interesting concepts, e.g. Magic Spells (teleport, 
revive, entrapment); a shifting time sequence which has one side, then the 
Other, dominant. It isn’t too complex to play, and offers an 

interesting diversion to the normal ‘shoot-em-up’ games, or the staid game 


of chess. We have Archon in the library, and I recommend all of you to grab 
a copy! 
Thus endeth the meeting. 


Another meeting was held 4/2/85. 
I was invalidated at the time, so you will have to rely on my translations 
of the impressions of one G.Matters. 

There are problems with a few library tapes <most are fixed now, 
see the library report later>. Super Scramble - loads, but no control of 
game. Supercuda - screen shrinks & goes blue <see below for explanation>. 
Jumpman - all levels - jams. Falcon Patrol - when using tape copier need 
to do a Run 3. 


Dk eee e's 
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The Supercuda problem was that the tape header has a hidden 
Character in it which the program checks for before the actual game 
commences. When the library copy was made, it was incorrectly put on tape, 
not using tape copier. Scott Shaw kindly lent us his copy of the original, 
so now you will need to recopy it if you got an old, not working copy. The 
shrinking of the screen mentioned is the protection used by the program. 

If it can’t find the hidden character, it executes a kernal routine at 
SFCE2 which does a warm start on the machine. To find out more about this . 
and other protection routines, see your old copies of the F.C.V. 
newsletter. | 

We have a call for bulk diskette buying. 1)who’s interested. 
Z2)who’s got a contact. 
xanswer: See your friendly librarian, who can arrange (another member 
willing) for purchases of Verbatim Datalife disks at $25 per box of single 
sided, double density. Or, Michael Fox can get ‘plain wrap’ Verbatim 
Datalife disks at $19.80 per box, if we buy 10 boxes minimun. 

The SX has an inbuilt single disk drive and 5" monitor. The SX64 
and C64 disks are compatible. 

Vic 20 no longer being made - virtually replaced by Commodore 16. 
Both the C16 and the new Commodore Plus 4 are now available in shops. 

Good disk to disk programs on library disk, e.g. Disector & 
supercopy, SDU fastcopy. 

Two books which were available from McGills at $5.00 each are: 
Computes first book of Commodore 64 games 217pp and Computes reference 
guide to Commodore 64 Graphics 218pp. Both fit double page on A4 sheet. 
Kevin Wells has a copy which he may lend to interested parties for copying. 
Thus endeth the meeting. 


Ax LIBRARY NOTICES *x 

Some of you may be aware of the problems some people have had trying to 
copy TURBO-charged tapes/programs from library tapes. This has prompted me 
to issue a policy decision, NO TURBO’ED PROGRAMS IN THE LIBRARY. By all 
means continue to submit programs, but not in turboed format. If a user 
wishes to create their own turboed versions of the library programs, well 
and good, but the library copies must be in standard Commodore format in 
order to allow ALL users to read them. Thank you. 


Also in line with this, the library would like to compile a compatibility 
listing. I would like you to tell me which tapes and disks you can read, 
turboed and otherwise, as created by other people. I.e. if you can read 
tapes created by Ian Wild’s tape player, then let me know. This will 
enable me to indicate to you who you can safely swap tapes with, etc.. 


As promised, there are some new library items, both software and 
documentation. Data Manager has been added to tape #1, the documentation 
is available in the library. Tape #3 has been fixed - Falcon Patrol has 
had a loader program added, and no longer gives a load error. Skramble 
(correct spelling) has been re-written, so it will now work (it’s not a bad 
game, either!). Supercuda has been re-copied and now works. GPASCAL is in 
the process of being fixed. Note that the program BUCOPY on tape #4 is a 
great copy utility. . It copies to or from tape (including Turbo format) and 
to or from disk. You can’t afford to be without it! 

I would appreciate it if somebody could put a copy of. the programs 
on tape #5 into the library in standard format. Tapes #7 & 8 are being 
reworked. I will try to put a better copy of Jumpman on the tapes, as well 
asa complete copy of the levels. Unfortunately, the tape levels are not 
identical to the disk levels, so they will have to be reformatted. 

Tape #9 contains the current masterpiece, the Compute! version of 
TURBOTAPE. — This is a really brilliant program, which all tape users must 
get. The instructions and methodology appear in the Computes of January 
and February 1985. Tape #10 is still waiting for a benevolent soul to copy 
Tntroduction to Basic part 2 onto it - any takers. 

Disk users should note that a copy of Decembers Gazette disk is now 

in the library. Finally, there are 10 blank tapes waiting for YOUR input. 
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Hello, this letter is an introduction to the Commodore 64 User Group of the 
Department of Conservation, Forests and Lands. We would like to thank you 
for your interest, and say welcome to the fast growing band of 64 users. 
This letter will describe some of the activities and aims of the group. 


The FCV C-64 User Group was set up about April 1984 due to the high 
s+nterest shown by various people within the Commission. We have ‘elected’ 
officers to the positions of Convenor, Secretary/Editor, Treasurer and 
Librarian. At the time of writing (Jan ‘85), these offaices.are filed by 
Guy Matters (6179430), Russell Alphey (6179425), Ian Wild (6179445) and RA 
(again), respectively. A Software Subcommittee has also been set up, to 
recommend the purchase of library material. The members of this group are, 
Tan Wild, Ron Scott, Russell Alphey and Scott Shaw. 


MEETINGS : 

Are held in the Assessment Section, 4th floor, 601 Bourke St., 
Melbourne on the FIRST and THIRD Mondays of each month. Commencement time 
is about 12:45, and the meetings usually last until 1:30. When possible, 
the major portion of each meeting is given over to a tutorial by one of the 
members. Past topics have included: use of spreadsheets, writing your own 
games, playing (& beating) games, and using word processors. 

The rest of the meeting is kept for discussion, which is usually 
the most valuable part. This is the opportunity for members to obtain help 
on any topic (eg solution to a programming problem), put forth a point of 
view, or get information about the various peripherals available for the 


‘64. 


NEWSLETTERS : 

A newsletter is published once a fortnight, where possible. It 
contains a coverage of the last meeting, for those unable to attend. 
Often, there is an attachment of some decription, be it an updated library 
listing, or an useful magazine article found by a member. We try to pass 
on tips to members that will hopefully make their computing easier, &/or 
more enjoyable. The editor would welcome any attempts at a regular column 
from any would be journalists or hackers. 

We have published about 15 newsletters to date, and have back 
issues of all of them which are available to any new (or old) members 
wishing to obtain a full set. Contact the Convenor for more information 
about the ‘archives’. 








LIBRARY : 

1. The library of the F.C.V. Users Group is available to all 
members of the F.C.V. Users Group who have paid a subscription fee of 
$5.00. 

2. The library currently has software on cassette tape, and floppy 
Gisk. A list of the software available is published with this letter, and 
updates are published at regular intervals. Also available from the 
library is a large range of documentation, including game rules/ 
instructions, books, newsletters, and the like. 

3. Head office borrowers are entitled to borrow a library item for 
a period of 1 week. Country borrowers are allowed 2 weeks. 

4. Library items are obtained by contacting the librarian, Russell 
Alphey of the F.C.V. Assessment Section at head office, ph. 6179425, or in 
writing. Items will be forwarded at the earliest possible convenience. 

S. Items are expected to be well treated, and returned A.S.A.P. to 
the librarian in good order. 

6. To ensure longevity of library tapes and disks, it is requested 
that they are only played once, i.e. make a copy and use that. 

7. Due to the generosity of a couple of members, the library has 
available the entire COMPUTE!s Gazette Disk collection. Tape users will 
have to request specific items from disks, as they have far too much on 
them to be put onto a single tape. 


Note that the library will accept donations gratefully, and has a 
number of blank tapes and disks waiting for your contributions. Just 
contact the librarian who will forward the tape or disk to you. For 
further information about this aspect of the User Group, contact the 
librarian. 3 


COMPUTE! 

Compute! is an American monthly magazine which deals with all types 
of recreational computing. It specialises in computers which have ‘6502’ 
microprocessors in them, e.g. Apple, Atari, Vic-20 (the ‘64’ has a ‘6510’, 
which is the big brother of the ‘6502’). Fortunately, the library at 
Forestry House is a subscriber to Compute!, so you don’t have to go out and 
buy a copy yourself (at $7.50 or $5.95 a pop). Compute! has a lot of good 
columns and articles in it, and is well worth the read. It also has plenty 
of programs to be typed in, e.g. games, utilities, educational - which 
saves you money. 

If you want to know more about Compute!, then contact Marie Van 
Baer (also a member!) in the library who will help you. 


VIC-20: 
We currently have 2 1/2 VIC users within the group. They: would 


appreciate further expansion of their sub-group. 








The following is a list of the documentation available from the libr 
ary for 
BORROWING only as at 4:30, 11-Feb-85. Donations will be gratefully Wiseot od 


ise Remember, the FCV library (2nd floor) has a subscription to COMPUTE! 
ee es a Se tone of programs and information on the ‘64. The library's 
collection starts wi the March 1984 issue. See Marie i i 

details or copies. BE Me pee Oe 


A ‘x’ against a title means that a duplicate copy(s) i 
the first person to ask for it. . PY s available for 


(NEW)** will be placed against any new documentatio 
for the next listing. nas it comes to hand 


--- GAME § --- 
--- GAME S§ --- 

3D Timetrek (NEW) «x 

Archon 

Bastow Manor 64 

Beach Head 

Castle Wolfenstein 

Climber 64 


Colossus Chess 2.0 
Crazy Kong 64 

Crush, Crumble and Chomp 
Flight Simulator II * 
Flying 

Grandmaster 

Hellfire Warrior 
Jumpman 

Midway Campaign 
Moondust 

Neoclyps (NEW) *« 

Night Mission Pinball 
Nukewar 

Panic 64 

RDF 1985 

Scramble 64 

Shaft Raider (NEW) ** 
Shaft Raider-64 (NEW) x 
Solo Flight 

Star Battle * 

Summer Games 

The Hobbit * 

Upper Reaches of Apshai 
Westminster (NEW)«x* 
Wizard of Wor (NEW)x*A« 
Zork I 

Zork II 








Gortek and the Microchips 

Intro to Basic Part 1 * <start - end of chapter 6) 

Intro to Basic Part 2 

Visible Solar System 
=-—— A PP St GA TaegOanrs: —-— 
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Abracalc 

Chartpak 64 x 

Club Manager Planning Guide * (NEW)x*a« 

Club Manager User Guide (NEW) x*« 

Data Manager 

Diary 64 

Easy Mail 

HES Writer 64 x 

M64 Debtors System (NEW) ** 

M64 Invoicing/Sales Analysis System (NEW) Ax 

Multiplan (NEW) xx 

Multiplan Quick Reference Guide (NEW) x*« 

Personal Accountant 

PractiCalc 64 * (NEW)«x* 

Simply File (NEW)x«« 

speedscript x 

The Money Manager x 


wee 28. Gel TLS == 
See A ee Lae de ES poe 
Commodore Assembler instruction summary * 


Copy-Q (NEW) «« 

Gpascal (& Runtime system) 
Graf 64 

Hesmon 64 

Koala Ware Programmer’s Guide 
Microfex Super Sprite 
Micromon 64 x 

Ozisoft lightpen 

S.A.M. (Software Automatic Mouth) x« 
»-D.U. (Super Disk Utility) 
Simon’s Basic 

Super Expander 64 

Tool 64 

Ultrabasic 64 
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Note : Tape counts will be given where possible, hopefully with the tape 


owner’s initials. 
your own tape unit. 


005- 
4L50- 
Z20= 


000-135 


This will allow you to work out a rough calibration with 


( IWW) 
( IWW) 
( IWW) 


(RJA) 


000-007 
007-112 
120-267 


(RJA) 
(RJA) 
(RJA) 


(RJA) 
(RJA) (load error, 
(RJA) 
(RJA) 
(RJA) 


but sys32768) 


005-028 
029-039 
040-053 
054-072 
073-079 
080-082 
083-104 
120-137 


(-1,<-s,<-v 


TAPE # O1 : 
Side A :PERSONAL ACCOUNTANT 
Budget 
Amortization 
Name/Address 
Side B : 
*”A* (NEW) Data Manager 
TAPE # O02 : 
Side A: 
Tape Copier 
Facemaker(,1,1) 
Side B : 
TAPE # 03 : 
Side A : 
Motor Mania(sys8000) 
Cops & Robbers 
Supercuda 
Side B: 
(NEW xx Falcon Patrol 
MODIFIED) Falcon M/C 
Skramble 
TAPE # 04 : ####### 
Side A : 
Quickfind ## 
Bucopy(copy190) ## 
Side B :GPASCAL ### 
Pascal Loader 
Gpascal 
Demo 
Runtime Create 
Runtime Object 
TAPE # 05 : 
Side A ; 
Turbo Tape 
Snoopy T 
Mr .INT T 
Motocross T 
Avenger T 
Ouickformat T 
Burgertime T 
Turbo Tape T 
Side B: 
TAPE # 06 : 
Side A :SPEEDSCRIPT 


Tape Copier 
Speedscript (vl) 
Speedscript (v2) 
Spscript-v2-R5232 


005-016 
020-062 
070-128 
140-190 


005-215 










(IWW) 
(IWAN) 3 Serial 
(IWN) 3 port 

(IWW) - RS232 


TAPE # 07 


Side A : 
} Jumpman (main program) 000-220 (PE) 
Side B : 
| Jumpman (beginner levels) °?? 
TREE ee OR Meek? Or | MM ee ee i tee Se! ae oat 
Side A : 
Jumpman (Intermediate levels) 
Side B: 
Jumpman (Advanced levels) 
TREE &. 09 4: #0 Seen pee WR ER ES Rees Be 
Side A: 
Archon 000-245 (PE) (to copy requires monitor) 
Side B : 
Turbogen/64 000-049 (RJA) 
Turbo/64 055-069 (RJA) 
presen 080-116 (RJA) (turbo’ed version) 
TARE 4702) ay! RUS ae a oO ee Ser mene: ie 


Side A :INTRO TO BASIC PART 1 
Tape Copier 
Testcard 
Hangman 
Speedtype 
Unit 3 Quiz 
Unit 4 Drill 
Unit 5 Quiz 
sentences 
Unit 7 Quiz 
Unit 8 Prog 
Unit 9 Quiz 
Unit 10 Quiz 
Unit 11 Prog 
Unit 12 Quiz 
Sound Demo 
Heads 
Reaction 
ESG 
Craps 


Se ee ee cee caap as A Sn en {ome GaGa OD SaaS SND) ND abi | ND ND aS SR ee - L Se ee Oe ES SS ED CUS | CUED) OUD Game (aD \ GD ame Gun ‘ene aap eu Gm tne) Gu 
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TAPE #11: 
: —~--BLANK---— 


TAPE # 12 : 
—--BLANK--- 


TAPE # 13 : 
---BLANK--- 


TAPE # 15 : 
—---BLANK--- 


TAPE # 16 : 
---BLANK--- 


TAPE # 17 : 
---BLANK--- 


TAPE # 18 : 
---BLANK--- 


TAPE #019": Bs 
~--BLANK--- 





